


new Jaguar game! A new Jaguar ifn BT H | oe 


game! And this ain't no Crescent new room, and you don't see any enemies from the 

Galaxy, either: AVP has surprisingly Brnnateietcuscoichioncniehch eke are cin iene ein 
complex game play, making it perfect for Mew ycuruits rete hiding just inside the room. F 
a strategy guide. (At least that’s what | BlSsitmcecr Sublevel a section at a time, using the doors as boundaries, 
said to convince Tips & Tricks to let me fGuWecls Rein’ LTS current section before opening a door into a new 


Evers © . section. 5 
erie ae ecuara 03 Ot Sua cules: 8 * Most of the oe and enemies are randomly placed from game to 


game—even Paik you restore a saved game. Dead marine by onihe 


Marine scenario, and lovely maps of fates hand, always stay in the same places, so keep track ae 
every area in the game; including .hose Miiogemeucrccmen muita mM leis eel 
Wacky airducts. arene) este while the white-suited  < ; 
medics carry Mees i i, 
a 


Ene 


» Remember to read all Mata ates Pes sTicieil Stet) Peete SATE aE eae a tardo Ae 
* Kill the Aliens from a distance to avoid getting tt ihe acid spray of their death! When s Elie si eat ats) bad a (oe 
cy to weave back and. re making it hard for.you to Hit them. Try walking’ Sea eetevgetiia| : [a] a when Heres uc 
ing in a direct path towards you. he i} 
: Alwaysitry to kill Alilens.in rooms rather eae rridors. lf you kill an en in a corridor, you're forced to walk oi te acid 
pool and take damage. Lead the Aliens into a‘ any walking backwards, then plug ‘em. | > ie lof 1 
+ Medkits restore 25% of your health, and food! : Usa in the,Canteen area of Sublevel 3) Ey ai 
Don't\use the Medkits to heal smalliamounts of cae 
rte} PLL erro ares teed eel Etat le rie 


i’ Wiles 


a YOU'VE GOT "leads to ay ay ei ten have to go Perera) a Ton ae eee ct aie then walk across the level to, ie rest 


i 
YOUR WORK elevator. 


'y 
, + lfyou don't need an item, it stays on the floor era fen you walk directly over it. Remember where spare Medkits and ammo ' 
j CUT OUT-FOR can be found. i bs 
Ole mea 10) 68] etme er CTR Tele teRdiell (eRe aes ae unless you have the Sana VIC a eel ste UT NT eT feline 
4) ly. If you're not feeling confident enough to mix it a witha Predator, run like hell in the other direction. If you engage in battle 
‘with a Predator, he usually only attacks two or:three times before becoming invisible again. Se Predators always attack you honorably, they always 
Pa MUM len Mecca st ili) ri UL tae a 
US Motion Tracker is an extremely useful item for finding (and avoiding) enpmies, so get it as soon as possible. 


ACIDSPRAY AT CLOSE RANGE ae MARINES AMOID PREDATORS UNLESS WASTE THE ALIEN EGGS 


CAUSES MORE DAMAGE UR ani saa TaTT 
TEs Sie CARRY AMMO Lt H : Wo AND FACEHUGGERS 


oltsla Second, acquire as EMMUnOcurliezlte tee Tit Lee Meee : 
Pere EET a EISELE de oaeeres Gensel Fea Ore 
Spr ue eto hears Uitte eres Gere ieee agen ce OC rere Moran aMtsch tet FSi lita et eres ip gees 





- There’s no way to heal an Alien, so ceeoon your enemies 
(claw atiack, tail ailack, claw attack) early and often. 
- Since you have no ranged weapons, you musi use speed 
and stealth to sneak up on your enemies and attack them from 
behind. Attacks do less damage if you don't give them time to 
charge up, so avoid holding down the attack buttons. 
* A moving target is harder to hit, and Aliens are ihe fastest- 
moving creatures in the game. Therefore, run around like a bat 
out of hell io Keep your enemies dazed and confused. 
* Aliens can't use the elevators to move beiween Sublevels, 
only the airducis. Airducts don't have any enemies, so you can 
hide in them and wait for any cocoons you've created to ges- 
tate inio exira lives. 


- Don't attack when invisible! Invisible attacks subtract points 
from your score, which means you might lose the use of the 
Fas ais weapons ijn your arsenal. 

ABET soe Sey TCL. EEE eae 
so you can avoid fighting them simply by Seite at long range. 
Aliens can see you whether you're invisible, or not. 

- You can refill your Health-Pak by picking'up\Medkits and food. 
lf you continue to hold down OPTION even after your health 
has been fully replenished, the esl atel$ Ete or- eel 
ing that you're wasting precious energy. lf your health is running 
low and your Health-Pak is almosi empty, avoid any further 
hunting until you locate more Meckiis and refill the Health-Pak. 
- Killing Aliens at close range quickly decreases your eneray. 
Concentrate on killing Marines until you build up enough points 
io eam a long-range weapon for usejagainst the Aliens. 
Attacks do less damage if you don't give them time to charge 
up, so avoid holding down the attack butians. 

- Avoid confronting large groups of Marines, because they all 
start to fire when they become aware of your presence. It’s best 
to engage only a single Marine ai a time. { 

- Even though the scenario description says that you have to retum to fy us ship with the skull 
of the Alien Queen, all you really have to do is kill hen to win the fefetnites 

The number of points you score for each kill'is affected! by two factors: invisibility. and 
weapon selection. If you defeat an opponent while visible, pines ee to-your total; 
if et eae an (o}ayere)nt=aale ule NS Go are subtracted from yo! 
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STAYING INVISIBLE A AND ) AT A 
DISTANCE AVOIDS CONFRONTATION 


eo = 
BE 00 NOT ATTEMPT ATTACKS ON LARGE 
GROUPS OF MARINES 


; THIS THING is PISSED O OFF, BUT DON'T | a5 : 
LET THAT DISTRACT YOU 


aa 


- You can tackle ae scenario in any number of ways, but here’s our recommended path 
through the game. (Notice that we skip two of the more difficult Cards to collect.) 















. Collect ihe resets 

. Gollect Security Gard ca 0 ie 

Mere eee eWan ever teen weilte) -7-1ee 

_ Collect the Motion Tracker. 

_ Collect Security Gard #02. 

. Gollect Security Card #03. 

- Collect Security Card #04. 

. Collect Security Gard #06 (skip #05). 

- Gollect Security Gard #07. 

- Collect the Flamethrower. 

. Gollect Security Card #09 (skip #08). Once you have this card, you can raid 
ammo-filled rooms in the Armories to load up every weapon, including the Smarigun. 

12. Collect the Smarigun. : 

13. Collect Security Card #10. 

14. Enter the fermiiiete Center on Sublevel 2, use the computer, and initiate 4 

the self-destruct sequence. t 
15, Enier ihe Escape Pod on Sublevel 5, use the computer, and fly away from the 
station before it self-destrucis. 
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Shotgun 
+ You get the Shotgun from the dead marine just outside your cell in the Brig. It takes three 
Shotgun blasts to Killian Alien. rs 
















ieee tile 
There are three Pulse Rifles that can be obtained without needing Security Card #05 to get 
into the Armories. The first (and easiest to get) Rifle is on Sublevel 3. Enter the Kitchen from 
the Canteen area (you need Security Card #01) and find the airduct in the Kitchen storeroom. bd 
This leads to Airduct 3C. Crawl to the second auilet, which leads into a series of room blocked i 
off from the rest of the Sublevel by jammed doors. You find the Pulse Rifle on a body in one of 4 
the rooms. The second Rifle is in the Training Maze on Sublevel 4, which can't be accessed 
until you have Security Card #03. Enter Sublevel 4 via the east elevator. Take the south 
entrance COR T=) aye ee ee tut) door to Wate south and then Mo Te door to ui right. The 
Limam ean L Aaa wae) eee cece ashi Malcom satin: gra st lice om ctiesctch center aces Statist sccael py s\izc\ Be Mats Pa Be! oY Wats t= 
Ae and take Ue passage to the right. The Te isona sete a) ie small room to the left. 






















Flamethrower ; , 
+ You can get the Flamethrower from the Armory on Sublevel 2 or Sublevel 4 (we used Sublevel 

2). You need Security Card #07 or higher to enter the Armory and enter ihe room wilh the ° 
Flamethrower, found on'a dead marine body. 





Smarigun 
- This awesome weapon needs only a single shot to kill an Alien, and a short burst of fire to kill 
a Predator. Unfortunately, this amazing gun is located in the Great Hall of the Predator Ship. 
Fram the entrance of the Ship, walk straight ahead to the end of the hall, then take the passage 
to the left. Follow this hall to the end and then take the passage to the right. Follow this pas- 
Sage as it winds around the Ship and goes to ithe Great Hall. The Smariqun is on the dead 
marine body at the far end of the Hall. 





Motion Tracker 
- The Motion Tracker is on Sublevel 5. Enter Sublevel 5 via the east elevator. Take the passage 
tothe right, then: ici) ate and enter the first door on the right. Walk over the dead/marine to pick 
up) ue Tracker. 
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E Enter Subleve! ri via the east elevator. Go straight through the first door, 
re then go through the door on the right. Follow the passage straight ahead; and = 


hug the left wall until you find the body with Card #04. 


Enter Sublevel 5 via the east elevator and take the passage to the left. Follow the 


a passage and take the first passage to the right. Turn right, walk fonvard a few steps, 
i then take the left passage. Follow ihe passage as it twists around, and enter the last 9g 
; door on the left. Card #05 is on the body at the far left end of the room. = ty 
yi 3 = ers : 9 HB { 
Le Enter Sublevel 4 via the east elevator. Exit the elevator to the left, move down the 


passage to the left, and enter ihe Training Maze through the door to the right. Take the 
door to the left in the square room. Now take the first passage to the right and tur right 
again. Follow the passage until you reach Airduct 4C. Airduct 4C has only two outlets; the 
one you entered, and the one that leads into the supply room in the Sublevel 4 Medlab. 
From the supply room, walk south and enter the fourth room on the left.Search the body 
to find Card #06. i 


: Enter Sublevel 1 via the east elevator. Take the passage to the left, then tum.to the right. 
There's a smaller room in this large area that can only be opened with Security Card #06. 
On a body inside the smaller room is Card #07. 
1 
hor] =] By | Ca a, “1 r : v 
L This card is inside the Alien Ship, which is entered from Sublevel 5. From the entrance 
of the Ship, take the passage to ihe left. Next, take the passage to the left, then the first 
passage to the right. Follow the passage to the left, then turn right, and right again. Walk 
straight ahead and follow the passage to the left. At the intersection, turn left, then take 
the passage to the right. You find yourself in a large room. Card #08 is on the body inthe 
far right-hand comer. 


a 


: This card is inside the Predator Ship, which is entered fram Sublevel 1. From the 
entrance of the Ship, walk straight ahead to the end of the hall and take the passage to ‘ 
the left. At the end of this hallway, take the passage on the right, then take the first pas- 5 
sage left. You find Card #09 on the body at the end of the room. 


_ iebinl x 


4 
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(pesmi LATA =O HL ce GTEC CLA LEG CET RST ON LCE OVI a OALCLAN TIO 

to batile the Alien Queen and retrieve the card from the cocooned body in.the northeast i 
comer of the room, You can kill the Queen, but it takes a mind-boggling amount of ammu- | 
nition; we needed ito pump the bitch full of all our Smartgun and Flamethrower ammo y 
before she went down. Worse yei, the Queen comes back to life as soon as you reineve : 





b the card! The room is full of Eggs, so shoot them all and watch out for the ever-danger- 


ous Facehuggers. 
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A: Airduct 2B\(A) 
B: Airduct 3B'(B) 


A: Predator Ship G: Flamethrower 


B: Airduct 1B (A) D: Airduct 3B \(D) 
C: Airduct 1B\(B) _ E: Airduct 2B (GC) 
D: Airduct 1B (€) F: Security Card #03" | 
E- Airduct 2B\(E) G: Airduct 3B\(G) 
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A: Airduct 4B (A) G: Airduct 3B (E) 

B; Airduct 3B (A) H: Security Card #02 
C; Shotgun Fd tM siti 

D; Security Card #01 J: Airduct 3C (B) 

E: Airduct 3C (A) K: Airduct 3B (F) 

F: Airduct 4B (F) 













A: Airduct4G (B) “* <4 
B: Airduct 4B (B) 

C: Airduct 4B (C) 

D: Security Card #04 

See Tere O10 We: 2 0] 
F: Airduct 4B (D) 7, 
G: Airduct 5B (D) fi 
H: Airduct 4B (E) 
I: Airduct 4C (A) 

J: Airduct 5B (B) 
K: Airduct 5B (A) 
L: Airduct 4B (G) 






















A: Alien Ship 
B: Airduct 5C (B) 

C: Motion Tracker 
D: Airduct 5B (C) 

E: Security Card #05 
F: Airduct 5C (C) 
G: Escape Pod 
H: Airduct 5C (A) 







PREDATOR SHIP 


=) oN Bt uebaeltin 
— i B: Security Card #09 
PBS C: Sublevell4 








ALIEN SHIP | 


A: Security Card #08 
B: Security Card #10 
C: Sublevel 5 


Peay asf 


& AMMO 

Mi COMPUTER 
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+ MEDKIT 
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